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( start ) 



For each entry in the depth map: 
210 



Transform depth map entry at screen 
position [j, k] with depth z in a position 
in "world space" (x, y, z) 
220 



Add particle at position (x, y, z) having 
a specified radius to the particle 
database 
230 



Next depth map entry 
240 



^ Done 
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f Start ^ 



Sort particle list by distance from 
camera 
310 



Retrieve farthest particle in particle list 
320 



Project particle to the screen using 
camera transform 
330 



Compute depth of field and motion 
blur adjustments 
340 



Splat particle on screen 
350 



Perform composite operation 
360 



Yes 




Compute colors for each pixel in 
particle image 
380 



Done ^ 



Fig. 3 
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( Slart ) 



360 



For each pixel the 
particle touches: 
410 




Was previous 
particle a cutout? 
440 



Yes 



Add new coverage layer 
to list of layers 
450 



Yes 



Add to occlusion % of 
top coverage layer 
430 



Add to color and 
opacity of top layer 
460 



Next pixel touched by the particle 
470 



Done J 



Fig. 4 



Coverage Layer 1: layer[1] 



Coverage Layer 2: layer[2] 



color {r, g, b, a} 
occlusion 



color {r, g, b, a} 
occlusion 



> numLayers 



J 
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